This research is intended to develop writing tasks based on interactive multimedia using Adobe Flash CS3. The objectives of this research are to establish writing tasks based on suitable interactive multimedia for the tenth -grade students and to find out whether the design of interactive multimedia for the tenth -grade students is useful or not in teaching -learning process. This research type is research and development. The data were collected through questionnaires pretest and post -test. The research procedure has the steps are as follows, the needs analysis phase concerns the collection of the data on the student's needs. The design phase deals with designing the interactive learning media. The development phase affects the development of the first draft of the interactive learning media, asking experts to judge and validate it. Validation involved two kinds of test, namely alpha and beta testing. Alpha testing involved material and content experts, and beta testing involved 19 students. The implementation phase deals with trying -out the interactive learning media in the class. The evaluation phase is where the interactive learning media evaluated through the feedback. Based on the data analysis, the research finding shows that the writing tasks based on interactive multimedia for the tenth-grade students are feasible. Feasibility of the interactive multimedia was very good. Percentage of assessment by the content expert reached 80.56%, the media expert 87% and the English teacher reached 85%, and based on the students' opinion reached 81%. The calculation of T -paired test showed that there was a difference in learning achievement between the pre-test and the post-test score 66.95 to 78.00 or 14.17%. It means that there is an increasing score and this interactive multimedia is effective.
Introduction
Written communication becomes essential for everyday life, especially for students. They use English in the form of written language not only in the classroom but also in the social media or other media to share their ideas or their feelings. Students' writing ability is relatively weak, particularly in English. They don't know how to write something in English correctly due to some reasons. One of them is the interference of their first language. They usually translate the Indonesian words into English literally without knowing the right lexis or dictions.
Writing is the way to express ideas in a legible from. Olson, Kirby, and Hulme (1982:4) define writing as turning mind inside out. It means that thoughts and ideas are put into words and the words are written into paper. They also define writing as communication that communicates thoughts and ideas to other people. And according to Hyland (2003:14) who stated that writing has been identified as one of the essential process skills in a world that is more than ever driven by text and numerical data.
According to Brown (2001:335) writing process focuses on generating ideas, organizing them coherently, using discourse markers and rhetorical conventions to put them cohesively into written text, revising text for clearer meaning, editing text for appropriate grammar and producing a final product. In line with this explanation, there are four processes in writing namely drafting, revising, editing and making final product.
In fact, students' writing ability is relatively poor particularly in English. Sometimes they use incorrect spelling, punctuation and grammar. They also join sentences incorrectly so that their paragraphs are not wellorganized. The worst is that they sometimes texts from the internet directly without acknowledging the sources. They also have difficulties in developing ideas before they start writing certain types of texts.
Students at high school mostly learn English from their teachers' explanation. The students learn English in a monotonous activity, the learning media in the school only textbook. They need something new that is more interactive and interesting when they are writing the text or write something.
Multimedia refers to computerbased systems that use various types of content, such as text, sound, graphics, animation, video, and interactivity. The critical concepts of multimedia are thus 'computerbased' and 'interactive.' The use of multimedia can help them to improve their ability during the process of learning English. Moreover, also it can help students understand when, where, and how to use English naturally. Based on the explanation above, a solution is needed to make students more interested in the English teaching and learning process especially writing so they can achieve the learning goals. Therefore, the present study attempts to develop the interactive multimedia for teaching writing in Senior High School.
Based on the background of the study, the students' consideration, attention, and motivation in teaching learning English are influenced by some factors, such as teachinglearning method, approach, and media. Those factors are interrelated in this research. Larsen and Freeman (1986) classify that some methods in teaching language as the grammartranslation method, the direct method, the audio lingual method, the silent way, suggestopedia, community language learning, and total physical response method. On the other hand, Brown (2001) also classifies some approach as An Enlightened, Electrical approach, communicative language teaching, learner -centered instruction, cooperative ad collaborative learning, interactive learning, whole language instruction, content -based instruction and task -based instruction.
A task is an activity which is carried out as the result of processing the language (Richards in Nunan, 2004:2), which has the overall purposes of facilitating language learning from the simple and brief exercise type to more complex and lengthy activities such as group problem -solving or simulation and decision -making (Breen in Nunan, 2004: 3) requiring learners to process language pragmatically in order to achieve an outcome that can be evaluated in terms of whether the correct or appropriate propositional content has been covered (Ellis in Nunan, 2004:3) . In this definition, processing the language means understanding the language so that the students know what they will do in class rather than in the world outside the classroom. Facilitating language learning means that a task is used by the students to study the language.
In another definition, a task is a piece of classroom work that involves learners in comprehending, manipulating, producing, or interacting in the target language while learners focus their attention on mobilizing their grammatical knowledge in order to express meaning, and in which the intention is to convey meaning rather than to manipulate form (Nunan, 2004:4) . It means that pedagogical tasks involve communicative language use in which the user's attention is focused on meaning rather than grammatical form.
From the definitions above, it can be concluded that task is classroom work done by the students to understand and use the target language similar to the way that it is used in the real world. In this study, a task is meant a piece of class work that will be varied and arranged in phases from the simple to the more complex one.
The developed tasks should be effective. The word effective refers to having the desired effect or producing the intended result (Hornby, 2000:370) . The tasks are effective if they can fulfill the objectives stated in the curriculum prepare and are appropriate with the students' needs and interests. Good tasks will support the success of the teaching learning process. Feez (1998:124) recommends that an effective learning task has a clear purpose and relevant subject matter, and the task is well-designed and well-presented materials. According to Skehan (1998) in Brown (2001: 50), a good task should consider some points: 1) Meaning is primary, 2) There is some communication problem to solve, 3) There is some sort of relationship to comparable real -world activities, 4) Task completion has some priority, 5) The assessment of the task is in terms of outcome.
The developed tasks should facilitate the effective teaching and learning process, elaborate students' communicative competence, enhance students' fluency and accuracy and prepare them for the real communication in the daily life.
Nowadays the use of interactive multimedia in the teaching and learning process is very popular. By implementing this media during the English lesson will make students enjoy their lesson without feeling bored and sleepy. There are some definitions about interactive multimedia.
But then those definitions tend to have the same consent in substance. Richards and Schmidt (2002:345) define multimedia as: a) The use of several different types of media for a single purpose, e.g. as in a video that uses film, audio, sound effects, and graphic images. b) A collection of computer controlled or computer mediated technologies that enable people to access and use data in a variety of forms: text, sound, and still and moving images. In this definition, Richards and Schmidt explain multimedia as the use of combined different media which can be accessed by computer to fulfill a purpose.
Similarly, Ivers and Barron (2002:2) suggest that multimedia is the utilization of some media including text, graphics, animation, pictures, video, and sound for the purpose of presenting information.
Here, Ivers and Barron expound some media which are usually combined. Those different kinds of media, according to Vaughan (2008:1), are classified into the elements of multimedia. Redid (2003) in Mishra and Sharma (2004:116) suggests that the combination of the elements of multimedia add advantage for the user than the advantage of each element when it is used individually. Bates and Poole (2003:60) also state that the term multimedia is used to describe the combination of text, still graphics, animation, audio and video within a single technology, such as a computer or television.
Multimedia refers to computerbased systems that use various types of content, such as text, sound, graphics, animation, video and interactivity. The key concepts of multimedia are thus computerbased and interactive. It consists of information of technology as an alternative learning source. It can help students to study independently.
The use of multimedia can help them to improve their ability during the process of learning
English. Interactive multimedia is in many ways similar to printed textbooks and other teaching or reference materials that provide a wide range innovation and various English teaching and learning styles.
By using interactive multimedia, the process of the English teaching and learning process will be more interesting, participatory and flexible on the condition that computers or laptops are around their daily life. In addition, in the process of teaching and learning English, the use of multimedia can help the students to enhance their ability. It can provide text, sound, graphics, animation, video so that it can help them to understand when, where, and how to use English naturally.
The term multimedia used in this research refers to the software which is used as media of learning. This software consists of some media such as texts, graphics, audio, animation, and videos. The operation of the software is by using computer for the learning purpose.
There is another reason why the researcher encourages using interactive multimedia in this research. The text is functional as functioned as titles, menus, and contents which work together with other elements of multimedia. The second element is graphics that are used in some features such as symbols, graphs, illustration, and photographs. The third element is sounds that included recorded narration, music and sound -effect. The multimedia also consists of learning materials in various presentations and it is also completed with a quiz and feedback. The quiz is supposed to know whether the answer that students' choice is right or wrong.
From the explanation above, it can be concluded that the elements of multimedia are various types and engaging. Therefore, the researcher expects that by developing interactive multimedia for writing tasks will make the English teaching learning process run smoothly. It also will make the students enjoy the English lesson without feeling bored and sleepy. The other function of interactive multimedia during teaching learning process will lead the students to be autonomous learners.
Method
The setting of this research were at Taman Madya High School, Yogyakarta. This school has eight classes. Each grade consists of two classes (A and B) . This study is classifying into a research and development (R & D) study. The purposes of R & D are designing, developing and evaluating instructional programs, processes, and products that must meet the criteria of internal consistency and effectiveness. The outcome of this research is interactive multimedia of writing tasks for the tenth -grade students. The sample of this research is nineteen students of class X. The researcher adopted the Lee and Owens Model (2004) to develop the interactive multimedia that consists of five stages. Originally, the stages will needs assessment or analysis, design, development,implementation and evaluation. The sample will be selected using the purposive sampling technique. In this technique, the researcher will specify the population (tenth -grade students of senior high school) that will use the interactive multimedia. Then, the researcher chooses nineteen students in the tenth grade as the sample of the research.
Data Collection
The researcher used questionnaires as instruments to gather data in this study. There were three questionnaires. The first questionnaires was used to obtain information about the students' needs and learning needs. The second and third questionnaires was used to validate the learning activity appropriateness of the media. This questionnaire include three aspect: Activity Relevance (7 items), Material and Task completness (5 items), and Learning Easeness (6 items). The second one was used to validate the multimedia functionality consisting three aspect too: Button function (8 items), Layout and Arrangement (9 items), and Media quality (8 items).
The questionnaires used a Likert scale for the answers that consist of five scales namely strongly agree (SA), agree (A), somewhat agree (S), disagree (DA) and strongly disagree (SD). Each indication of the response to the statements weighed with a score such as 5 for strongly agree (SA), 4 for agree (A), 3 for somewhat agree (S), 2 for disagreeing (DA) and 1 for strongly disagree (SD). This result of the questionnaires will be used to revise the product.
The data analysis technique used in this research is descriptive statistic technique. The descriptive statistic technique is the statistics which is used to analyze the data by describing or explaining the collected data (Sugiyono, 2004:142) .
The data analysis technique used in this research is descriptive statistic technique. The collected data will be transformed into the scores which have determined; they are one, two, three, four and five. After calculating the percentage of each indicator, the researcher transforms those percentages into criteria of feasibility. This is very important to know whether the program should be revised or not (Sugiyono, 2004:137) . The criteria are as follow in Table 1 . 
Result and Discussion
The needs analysis was conducted to get the data of the students and the descriptions of their learning needs by using the first questionnaire. There were twenty multiple choice questions. The students could choose one or more options. The students were asked to write down their name, their age, and their gender in the beginning of the first questionnaire. The aim is to find some information concerning the identity of the students. The results of the need analysis are explained as follows: 1. The
Characteristics of Respondents
The researcher asked the students to write down their name, their age, and their gender as identification. The data of the respondents were presented in Table below : 2. Based on the data above, there were 19 respondents who filled in the questionnaires. They were students in class X of SMA Taman Madya Ibu Pawiyatan Yogyakarta.
The Result of the Needs Analysis
The data of the needs analysis were summarized in Table 3 below: Table 3 . The result of the needs analysis Based on the table above, most of the students' motivation to learn English was to master English. They also wanted to be able to communicate in formal and informal situations in the daily activities. However, they still had limitation in all English skills. In addition, most of the students had low English proficiency level.
Based on the result of the needs analysis above, in the teaching learning process, the students preferred the teachers teaching using certain media. Most of them preferred English interactive learning media as media in the teaching learning process. However, the content of the materials should match with the standard of competency and basic competency.
Related to the media, most of the students preferred that the layout which should be used in English interactive learning media were interesting, motivating and having good color combination. The font size should be used in English interactive learning media was the size that could be read clearly by the students. The students preferred that the font which should be used in English interactive learning media was simple, legible and clear. The color combination between background and letters should also be appropriated.
Explanative and decorative illustrations were also needed to make the media interesting.
Product result Figure 1 . The Main Menu page of the media. In the Main Menu page, there are seven menus that can be chosen. They are Help, Profile, KI & KD (Competence Indicators), Learning Activity, Evaluation, Grammar and References Figure 1 shows the Main Menu page of the media. In the Main Menu page, there are seven menus that can be chosen. They are Help, Profile, KI & KD, Learning Activity, Evaluation, Grammar and References. In this page, the students are free to choose those menus by clicking the icons. Help is the first menu; in this menu the students can read some directions on how to use the media. Figure 2 . The fill-in-the-blank task. In this task, the students can click the appropriate answer in the provided box. There is a feedback for each answer. Figure 2 shows the fill -in -theblank task. This task has the same ways of how to do the multiple choice task. In this task, the students can click the appropriate answer in the provided box. The feedback is also the same as that in the multiple choice task. Figure 3 . The matching task. the students have to do all questions first by dragging the appropriate answer. Then, they have to click the Check button in the bottom right. And they can see the result.
In the matching task, the students have to do all questions first by dragging the appropriate answer. Then, they have to click the Check button in the bottom right. And they can see the result.
Validation Result
The average score from both questionnaire is shown by table 2.
Using the Table, the average score  can be convert to the catogory as  mention at the last column of Table 2 . Based on data table 2, the overall percentage of the evaluation from the both experts is 83.80%. The score shows that this interactive multimedia program is reasonable and feasible. Some revisions related to the materials that had been done before this program was tested on the students. The change of this program will be discussed later.
The results can show whether the product of interactive multimedia is valid or not to improve the students' ability in writing. It can be described as follows: Based on the table above, there are different scores before and after implementing the interactive multimedia product. The increasing score is from 66.95 to 78.00 or 14.17% after the tenth-grade students were taught using the interactive multimedia. The paired T -test result shows the significant value sig (2tailed) 0,000 which is less than 0.5. It means that the score increasing from the pre -test to post -test is significant. This indicated that the interactive writing tasks program was sufficient to improve the ability and the skills of the students.
Most of the tenth -grade students agreed that the content of this interactive multimedia program is suitable for a learning process. The students like this learning media because it is well organized, easy to use and the contents are easy to understand and this media provided various activities to explore the skill.
The respondents of the research agreed that the navigation system of this program was functional. It worked well and integrated to the components. It was also consistent in all parts of this program. There are no errors be found while running on this program.
The respondent agreed that the screen design of this program was clear and exciting. The combination of colors was good. The materials presentation and texts were also clear to read, inspiring and motivating.
Based on the result of the discussion above, the respondents agree that the materials and learning activity meet their needs and problems. The navigation and the screen design of this interactive multimedia are feasible and suitable to be used in the teaching -learning process.
Conclusion
The conclusion of this study is the overall score of the obtained data is based on the evaluation from the content expert is 80.56%, the media expert is 87%, and the English teacher is 85%. The percentages show that this interactive multimedia is very good (81% -100%). The evaluation from the students comprises three aspects: learning materials, learning process, and media. The score of the obtained data based on the review from the students is 81%. The score was received after this media had been revised. That percentage shows this interactive multimedia program is very good (81% -100%). The students' score is increasing from 66.95 to 78.00 or 14.17% after the tenth-grade students were taught using the interactive multimedia. The effectiveness of the product can be shown from the improvement scores on the post-test. The dependent sample T -Test statistic result shows value sig (2 -tailed) is 0.000 which is less than 0.5. It means that the score improvement of the pre-test and the post-test is significant. The significance of the results means that the interactive writing task is effective to improve the students' writing skill. 
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